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Welcome to the blast from the past! Flippers, Spikes, Tankers and the 
rest all are back for a reunion that brings the rare art of addicting 
gameplay back to your own system at home. 

The original Tempest was made way back in 1981. For all of you that 
remember, this game set a benchmark that in some people's minds 
still hasn't been surpassed. We have taken all that was - the game- 
play, the simplicity, the FUN - and given it a new home. 

Introducing Tempest 2000. It is all that it was, plus an added injec¬ 
tion of gaming steroids! New features include new enemies, a 
Graphics boost, an Intense soundtrack,... Need we say more? Of 
course we do! How about an enhanced Tempest Plus mode, an 
extremely addicting two-player VS mode, and enough power-ups to 
worry the government! 

What? Are you still reading this? Go play the game!!! 


INSTALLATION INSTRUCTIONS 

1. Insert the Win95 CD into your CD drive. 

2. Choose where you wish to install it, then press "Next." 

3. Follow the easy to use instructions and press "Finish" when you are 
prompted that the installation is complete. 


2 






INTERPLAY PRODUCTIONS 


TM 



GAME CONTROLS 


Jump (2000 Mode Only) 

Fire 

Superzapper 

Move Blaster Left 
(Clockwise) 

Move Blaster Right 
(Counterclockwise) 


MENU BAR 

To access the Menu Bar, press ALT or left-click the menu bar. 

Use the arrow keys or the mouse to maneuver through the menus. 


B 


M 


N 
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FILE 


Inside FILE you can Restart the game and access the various Modes of play 


Tempest Plus 
Tempest 2000 

Tempest Duel 
Clear high scores 
Clear Keys 
Exit 


Start a 1-Player, Al Droid, or 2-Player game 
Start a new Tempest game or Load a Key 
you earned 

Duel a friend or practice by yourself 
All high scores are erased 
All previously earned Keys are erased 
Exit Game 


DISPLAY 


Inside Display you can Toggle various features and change the game view 


View 

Starfield 

Scores 

Fat Vectors 
Web Fills 
Object Fills 


Change the view from Normal, Locked, 
or Close. 

Toggle the background stars on or off 
Change the scores from Visual, Numeric, 
or off 

Toggle fat webs on or off 
Toggle web fills on or off 
Toggle object fills on or off 


KEYS 

(Tempest 2000 only) 


KEYS will enable you to save your progress. You will be awarded a 
KEY every time you reach a different colored web. These KEYs will 
be automatically saved when you are given them. 
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LOAD GAME 

(Tempest 2000 only) 

Access your earned KEYS by picking Tempest 2000 from the Menu 
Bar. Click on a KEY which is displayed "Ky" to start off at the BEGIN¬ 
NING of a newly-colored web. 


MODES OF PLAY 

(Access these though the "FILE" menu) 


TEMPEST PLUS 

Tempest Plus is a combination of Traditional Tempest and Tempest 
2000 with three all-new play modes: Take on the aliens alone, with 
the aid of an A.I. Droid, or share your lives with a friend as a team. 
This is a good place to start if you are new to Tempest — the A.I. 
Droid is the ultimate training partner. And as in Traditional Tempest, 
precise blaster control and aim are crucial for survival — you've got 
more schizo Tankers to contend with...and Fuseballs, and Flippers, 
and Spikers and Spikes. 
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TEMPEST 2000 


Warp into the 21st century in this total remake of the coin-op classic! 
Tempest 2000 thrusts you into an intergalactic battlezone with 
Demon Heads, Mirrors, Mutant Flippers, bonus warp worlds, A.I. 
Droids, Zappo 2000 points, even a special Jump that lets you blast off 
the web to defend against dastardly UFOs. Hint: Your best weapon 
against savage Demon Heads is a Particle Laser...and a lightning-fast 
trigger finger, of course. 


TEMPEST DUEL 

Go up against the meanest alien of all...your buddy! In Tempest Duel, 
your Blaster is equipped with a Mirror that lets you deflect your 
opponent's shots right back at him. (Unfortunately, your opponent's 
got a Mirror also.) When you fire a shot, your mirror temporarily dis¬ 
appears, so you'll need to develop a shoot-and-spin strategy if you 
are to become"King of the Web." There are also several objects - 
including a Purple Generator and a Cube - that you can use to dis¬ 
rupt your opponent's strategy. But beware! You are always fair game 
to the savage Flippers. Hint: Move into the corridors that contain 
Flippers. This way you can draw your opponent into shooting enemy 
Flippers for you. May the best Blaster win! 
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BONUS MODES 


BEASTLY MODE 

If you have the skill, reflexes, and raw talent of the Tempest Dudes, 
then you might be able to play Tempest 2000's Beastly Mode. The 
Beastly Mode is an option you receive after all 100 levels of Tempest 
2000 have been completed. In Beastly Mode your shots come in 
much smaller bursts and travel much slower. The enemies here, 
however are more intelligent, shoot faster...and more often. The 
reward is greater points! 

WARP BONUS ROUND 

The Warp Bonus Round is a relaxing interlude to enjoy. You can rack 
up some serious points here in Tempest 2000. If you collect three 
Warp Power-Ups (you'll know when you get them because you will 
receive the message"Two more to Warp" when you first get one), 
the Warp Power-Up will also act as an instant SuperZapper, killing 
everything on screen. If you make it past the warp you will not only 
earn the 20,000 point bonus, but you will warp five levels ahead. 
There are three different warp types, each more mind-blowing than 
the next. Go ahead, get warped! 
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Blaster: 

Core: 

Corridor: 


This is your ship. 

Enemy ships emerge from here. 

These are grooves in the web from 
which the enemy makes its attack. 


Enemy: 


Your enemies ascend toward you, from 
the core to the rim. Some fire missiles, 
others can destroy you by capturing 
you and dragging you down into the 
core. 


Power Ups: 


Collect Power-Ups to upgrade your 
arsenal and jump from the rim. 


Reserve Blasters: 


You begin the game with one Blaster 
and three Reserve Blasters. Reserve 
Blasters are used when the active 
Blaster is destroyed. Bonus Reserve 
Blasters are credited every 20,000 
points. 
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Rim: 


Score: 


This is where you launch all your attacks 
from. 

This displays your current score. 


Warp Bonus Icons: Collect three Warp Bonuses and you 

will enter a special bonus stage. 


10 Web: 


This is the field of battle. 
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ENEMIES 

Flippers: Flippers are bow-tie-shaped aliens that arise from the core 
and move toward the rim. Flippers can move from one corridor to 
the next by flipping over a corridor boundary, firing missiles along 
the way. Should they reach the rim, Flippers will flip towards you 
and can capture your Blaster by making contact with it. 

Spikers: Spikers produce Blaster-crushing Spikes that whirl in from 
the core along the center of a corridor. The Spiker builds a Spike to 
a random height, then rides the Spike back down to the core and 
continues the process in another corridor, launching missiles along 
the way. 

Spikes: Spikes are razor-sharp lines along the middle axis of the cor¬ 
ridors that can destroy your Blaster when you warp from the rim 
through the hole. Destroying a Spike takes several shots, as you 
must break it down piece by piece. 

Fuseballs: Fuseballs are five multi-colored, multi-segmented lines 
joined at their ends to produce a Medusa-like wriggling form. 
Fuseballs are not constrained by the corridor boundaries but move 
outward or inward when in the corridor. Fuseballs are constrained 
by the rim but will descend off the rim back through the hole when 
along a corridor boundary. Fuseballs can be destroyed by a shot or 
SuperZapper, but cannot be shot when riding a corridor boundary. If 
a Fuseball touches your Blaster, you're history. 

Pulsars: Pulsars are expanding and contracting lightning-bolt-like 
forms that transform from a straight line into a zig-zag. Pulsars 
move from the core toward the rim and can move between corridors 
by flipping in a manner similar to Flippers. Beware! A Pulsar is as 
harmless as a flat line. But when a Pulsar pulses like a switch that 
closes an electrical circuit, it will electrify the entire corridor. When 
this happens the corridor will flash as a warning. If you are on the 
corridor, you will fry. 
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Tankers: Tankers are diamond-shaped objects that move from the 
core toward the rim and are constrained to a single corridor. 

Tankers contain other objects, Flippers, Fuseballs, or Pulsars, depend¬ 
ing on the level; the type of object can be determined by the appear¬ 
ance of the Tanker. When a Tanker is hit by fire from your Blaster or 
approaches the rim of the hole, the contents of the Tanker are 
released. No points are scored for the destruction of the Tanker if it 
self-destructs upon reaching the rim. 

Mutant Flippers (Tempest 2000 only): Mutant Flippers are more 
hostile than Flippers and attack at a much faster speed. 

Mirrors (Tempest 2000 only): Mirrors are just that - they reflect your 
fire back in your face. Mirrors climb up the web and stop in front of 
you, blocking on coming enemies. The best way to destroy a Mirror 
is to fire and dodge, as Mirrors are defenseless when launching 
lasers. In Tempest Duel, you are armed with Mirrors. 

Demon Heads (Tempest 2000 only): Demon Heads are very aggres¬ 
sive and extremely deadly. Beware! When hit, a Demon Head's 
horns will fly off and head straight for your Blaster. 

UFOs (Tempest 2000 only): Perhaps the most elusive of all enemies, 
UFOs fly above the web and fire lightning bolts at your Blaster. The 
only way to destroy a UFO is to jump over him and blow him back 
into the stratosphere. 

SCORING 


You can score in three ways: by destroying alien objects, and by col¬ 
lecting bonus points for starting and completing a higher level and 
by collecting Power-Ups. Points for destroying enemies are awarded 
as follows: 


11 



TEMPEST 2000™ 



Flippers: 

Spikes: 


150 pts 


Spikes: 3 pts/hit 

Pulsars: 200 pts 

Flipper Tankers: 100 pts 
Pulsar Tankers: 100 pts 


Spikers: 

Fuseballs: 


50 pts 


Mirrors: 

UFOs: 


3 pts/hit Fuseballs: 250,500,750 pts 

200 pts Tankers: 100 pts 

100 pts Fuseball Tankers: 100 pts 

100 pts Mutant Flippers: 150 pts 

250,500, 750 pts Demon Heads: 150 pts 

250,500, 750 pts 


WEAPON POWER-UPS 
(Tempest 2000 only) 

You will find a host of different weapons scattered throughout each 
level. They fly from enemies you destroy. To collect a Weapon 
Power-Up, simply move into it. The following is a list of the different 
items you can collect. 


Particle Laser: 
Zappo 2000: 
A.I. Droid: 


Jump Enabled: 


SuperZapper: 


Warp Bonus Token 
(Excellent): 

Out Of Here: 


More powerful than standard shots. 

2,000 points. 

Gives you an A.I. Droid to help you defend the 
web. 

Gives you the ability to jump. You can steer 
and shoot while jumping. 

Destroys everything on-screen. A second shot 
will destroy only one of your enemies. You get 
one SuperZapper per web. 

Counts toward a bonus level and supplies you 
with a free instant SupperZapper. 

Ends web and gives you an extra 5,000 points. 
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Customer Support 

If you have any questions about this, or any other Interplay product, you can reach our 
Customer Service/Technical Support Group at: 

Interplay, 16815 Von Karman Avenue, Irvine, CA 92606 Attn: Customer Service. Customer 
Service is available 24 hours a day through our Automated Customer Service system, with a 
Customer Service representative available during normal business hours at (714) 553-6678. 

Please have your system information available, or better yet, try to be at your computer. The 
more detailed information you can provide our support personnel, the better service we can 
provide you. 

Hintline 

Although hints are not available for this game, hints are available for other Interplay games. 
You can reach our hintline at 1-900-370-PLAY (1-900-451-6869 in Canada). The charge for 
this service is $1.25 for the first minute and $.75 for each additional minute. For Canada, these 
charges will be in Canadian dollars. All hint questions must be directed to this “900” service. 
No hints will be given on our Customer Service lines. You must have a touchtone phone to use 
this service. The hintline is open 24 hours a day. All long distance charges are included in 
these prices. Callers under the age of 18 must get parental permission before calling the hint¬ 
line. The hintline is only available in the U.S. and Canada. Charges subject to change without 
notice. 

If you have a modem, you can reach us at the following: 

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for customer 
questions, support and fixes. The number is 714-252-2822. Modem settings are 300-28.8k 
Baud, V.32bis, V.42bis, 8-N-l. You also may contact our BBS over the Internet. Telnet to 
bbs.interplay.com. This is a free service. (Excluding toll charges.) 

America Online: You can E-mail Interplay Customer Support at IPTECH. To reach our 
Customer Support board in the Industry Connection, press CTRL-K for “Go To Keyword.” 
Then type INTERPLAY in the Keyword window. In addition to reading and leaving mes¬ 
sages, you can download fixes and demos from the “Software Libraries.” 

CompuServe: We are available for IBM and compatible on-line support. We are located in the 
Game Publishers B Forum, type GO GAMBPUB at any “!” prompt. Then select “Section 4” 
for Interplay Productions. You can leave technical support questions there. You can also 
download fixes and demos from Library 4 in GAMBPUB. The best place for game play hints 
about our games is in the GAMERS forum. If you are not already a CompuServe member, 
you can call CompuServe toll-free at 1-800-524-3388 and ask Representative #354 for a free 
introductory membership and a $15 usage credit. For game play hints look in the Gamer’s 
Forum (GO GAMERS). Besides technical support for Interplay products, CompuServe offers 
many other services, including communications, reference libraries, hardware and software 
support, travel, games and much more. 

PRODIGY® Interactive Personal Service: You may send mail directly to us. Our ID is 
“PLAY99B”. 

Internet: You can reach Interplay by sending Internet E-mail to “support@interplay.com”. 
Many Interplay demos and patches are available at Internet FTP sites. To visit our World Wide 
Web site, point your browser to: “http://www.interplay.com” or you may ftp to 
ftp.interplay.com. 


LIMITED WARRANTY 


INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original purchaser of this Interplay Productions™ product that the 
compact disc or floppy disk(s) on which the software programs are recorded will be free from 
defects in material and workmanship for 90 days from the date of purchase. If the compact 
disc or floppy disk(s) is found defective within 90 days of original purchase, Interplay agrees 
to replace, free of charge, any product discovered to be defective within such period upon 
receipt at its factory service center of the product, postage paid, with proof of the date of pur¬ 
chase. This warranty is limited to the compact disc or floppy disk(s) containing the software 
program originally provided by Interplay and is not applicable to normal wear and tear. This 
shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied 
warranties applicable to this product, including warranties of merchantability and fitness for a 
particular purpose are disclaimed. Interplay disclaims all responsibility for incidental or conse¬ 
quential damages. 

Some states do not allow limitations as to how long an implied warranty lasts and/or exclu¬ 
sions or limitations of incidental or consequential damages so the above limitations and/or 
exclusions or liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 

Lifetime Warranty 

If the compact disc or floppy disk(s) should fail after the original 90-day warranty period has 
expired, you may return the software program to Interplay at the address noted below with a 
check or money order for $5.00 (U.S. currency), which includes postage and handling, and 
Interplay will mail a replacement to you. To receive a replacement, you need to enclose the 
original defective compact disc or floppy disk(s) in protective packaging accompanied by: (1) 
a $5.00 check or money order, (2) a brief statement describing the defect, and (3) your return 
address. If you have a problem with your software, you may wish to call us first at (714) 553- 
6678. If your compact disc is defective and a replacement is necessary, U.P.S. or registered 
mail is recommended for returns. Please send the defective disc(s) only (not the box) with a 
description of the problem and $5.00 to: 

WARRANTY REPLACEMENTS 
Interplay Productions 
16815 von Karman Avenue 
Irvine, CA 92606 


Copying Prohibited 

This software product and the manual are copyrighted and all rights are reserved by Interplay 
Productions and are protected by the copyright laws that pertain to computer software. You 
may not copy the software except that you may make one copy of the software solely for 
backup or archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise 
transfer the software (or any copy). You may not modify, adapt, translate, create derivative 
works, decompile, disassemble, or otherwise reverse engineer or derive source code from, all 
or any portion of the software or anything incorporated therein or permit or encourage any 
third party to do so. 

NOTICE: Interplay reserves the right to make modifications or improvements to the 
product described in this manual at any time and without notice . 
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WORLD WIDE WEB SITE 


Welcome to the Interplay Web! As a company dedicated to providing innovative, high-quality 
interactive entertainment software, we are always striving to stay as close as possible to the 
leading edge of technology. This Web site is the latest example of our ongoing effort to pro¬ 
vide a wealth of information and opportunities to you. 

As a company of fanatic gamers, we love the idea of gamers all over the world tapping into 
cyberspace to see, touch and feel our latest games. No hype, no marketing campaign; just 
great games. To make it work, our goal is to keep this site fresh and new, to make it a place 
where you can tell US what you like about our games... and what you don’t like about them. 
So use the feedback options on these pages and sound off. 


Once again, welcome. 
Brian Fargo 


HOW TO 
GET THERE 


Interplay’s World 
wide Web site is an 
Internet service 
designed to give 
you the latest infor¬ 
mation about 
Interplay and our 
products. 

The site features 
our demos, 
upgrades, product 
information and 
ordering informa¬ 
tion. 

From your Internet 
account, point your 
favorite browser to: 



Welcome to Interplay Productions! 


GotmM Games 


Whafs Hoi 


Wife Tools 


he list below. 


Click on an image* or chooi 


® Descent II - The Interactive Demc 

^ Coming Attractions - Des 
® What's New - Star 


ailablel 


PC Games - Complete info on all of Interplay 
^ Console Games - NES, SNES, Sega, 3 
9 Macplav - Interplay's Macintc 


# Customer and Technical Srq 

H Game Hints - When ] 
® Game Demos 


with all Interplay games 
now what to dc^ 
i free game or three? 


9 - Interplay Company Profile - So you can find out who we ar e! 

O' Public Relations Press Box - For all our late breaking news 
9 Job Opportunities - Are you up to a REAL challenge 


r eb surfing more fun. 
accessories, and more! 
uld like to get to know you! 


t the Most of the Web - T ools and links to male 
More Cool Sites - Game sites. Game magazines 

^ On-Line Registration - We are nosey, 


Enjoy your visit in our Web site, explore all the different areas we have to offer, and come 
back soon. Check us out in the weeks and months ahead; we will be introducing new and 
exciting areas for you to 
experience. 


http ://www. interplay, com 
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Tempest 2000 
Win95 

Manual Additions 


Controls: 


Two new features have been added to the FILE menu: 


Control Options (F5): You may configure your buttons and choose 

if you wish to play with the keyboard or 
joystick. To escape this option you must press F5. 


Audio Options (F6): 


You may adjust sound levels or turn them off 
altogether. Also here is where Full screen can be 
accessed. To escape this option you must press F6. 


Credits: 

Several credits didn't quite make it into the original manual text. They 
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